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EVERYONE 10+ 


Z\WARNING: PHOTOSENSITIVITY/EPILEPSY/SEIZURES 
READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM. 


A very small percentage of individuals may experience epileptic seizures or blackouts when exposed to certain light 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or when playing video 
games may trigger epileptic seizures or blackouts in these individuals. These conditions may trigger previously 
undetected epileptic symptoms or seizures in persons who have no history of prior seizures or epilepsy. If you, or 
anyone in your family, has an epileptic condition or has had seizures of any kind, consult your physician before 
playing. IMMEDIATELY DISCONTINUE use and consult your physician before resuming gameplay if you or your child 
experience any of the following health problems or symptoms: 


dizziness ¢ disorientation 
© altered vision © seizures 
© eye or muscle twitches © any involuntary movement or convulsion 


joss of awareness 
RESUME GAMEPLAY ONLY ON APPROVAL OF YOUR PHYSICIAN. 


Use and handling of video games to reduce the likelihood of a seizure 
© Use in a well-lit area and keep as far away as possible from the television screen. 
Avoid large screen televisions. Use the smallest television screen available. 
¢ Avoid prolonged use of the PlayStation® 2 system. 
Take a 15-minute break during each hour of play. 
Avoid playing when you are tired or need sleep. 


Stop using the system immediately if you experience any of the following symptoms: lightheadedness, nausea, or a 
sensation similar to motion sickness; discomfort or pain in the eyes, ears, hands, arms, or any other part of the 
body. If the condition persists, consult a doctor. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation® 2 system to a projection TV without first consulting the user manual for your 
projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen 


HANDLING YOUR PlayStation® 2 FORMAT DISC: 


© This disc is intended for use only with PlayStation® 2 consoles with the NTSC U/C designation. 

© Do not bend it, crush it or submerge it in liquids. 

© Do not leave it in direct sunlight or near a radiator or other source of heat. 

¢ Be sure to take an occasional rest break during extended play. 

¢ Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when not in 
use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer edge. Never use 
solvents or abrasive cleaners. 
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WELCOME TO SINGSTAR™ POP 


It's time to live the dream of being a pop star! 


Whether you've got perfect pitch or your singing skills are reserved 
for the shower only, everyone enjoys singing. But now there's no 
excuse for keeping that voice to yourself; step up to the mic, and 
into the spotlight! 


Playing SingStar™ Pop is so easy anyone can join in. You can sing 
along to some of your favorite tracks and score points as you 
perform—it doesn’t even matter how well you sing; when you take 
that microphone, YOU are the star, and that’s all that counts. 


So let’s get moving—round up your friends, plug in those mics and 
be the star you really are! 


SETTING UP 


Set up your PlayStation®2 computer entertainment system according 
to the instructions in its instruction manual. Make sure the MAIN 
POWER switch (located on the back of the system) is turned off. 
Attach game controllers/other accessories as appropriate, BEFORE 
you switch your system on. It is advised that you do not insert or 
remove accessories once the power is turned on. 


Now turn the system ON at the MAIN POWER switch and press 
the &/® button. When the ( indicator lights up green, press the 
& button and the disc tray will open. Place the SingStar™ Pop disc 
on the disc tray with the label side facing up. Press the & button 
again and the disc tray will close. Finally, press the 4/©® button 
again before commencing play. 


SETTING UP THE MICROPHONES 


1. Plug the SingStar” USB converter into one of 
the USB connectors on the front of the 
PlayStation®2 system. 


2. Plug the microphones into the red and blue 
sockets on the front of the SingStar” USB 
converter. A ‘click’ sound will confirm that each 
connector is inserted correctly. 


3. Once the game has loaded, a bright blue light on 
the top of the SingStar” USB converter will 
indicate that it is inserted correctly and working. 


4. When singing, hold the microphone approximately 
1 - 2 inches from your mouth. Sing directly into 
the top of the microphone. 
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Keep some distance between yourself and the 
TV. If the microphone gets too close to the TV, 
you will get a loud, high-pitched audio feedback. 


6. Just sing! 


Only the official SingStar” red and blue microphones 
can be used to play SingStar” Pop. Ordinary 
microphones cannot be inserted properly into the 
SingStar” USB converter and will therefore not be 
picked up by the game. If the SingStar” USB 
converter is connected, but with incompatible 
microphones inserted, the game will still appear to 
run, but players’ singing will not be detected, nor will 
their voice be drawn on screen. 


MEMORY CARD (8mB)(FOR PLAYSTATION®2) 


@}F=) Throughout this manual, the term “Memory Card” is | 
used to describe the memory card (8MB) (for 
PlayStation®2). Memory Cards designed for use with 


the PlayStation® format software are not compatible 
with this game. 


To save game settings and progress, insert a Memory Card into 
MEMORY CARD slot 1. Make sure there is enough free space 
(590KB) on your Memory Card before commencing play. 

On boot up, any saved SingStar™ Pop options data present on the 
Memory Card will autoload. 


DIRECTIONAL BUTTONS — 
MOVEMENT 


In this manual, #, $, , = etc. are used to denote the direction 
of the directional buttons on the DUALSHOCK®2 analog controller. 


CONTROLS 


In SingStar™ Pop, your vocal performance will be emitted from your 
TV's speakers, while also being transferred into on-screen data, 
allowing you to score points and see how well you are singing. In 
this game the only thing you need to control is your voice! 


In order to navigate through menu screens and adjust volume levels 
in-game you will need to insert a DUALSHOCK®2 analog controller 
into controller port 1 before commencing play: 
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t.teo- Highlight Option/Select Song 
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® button Back/Cancel 
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GETTING STARTED 


Following a short cinematic sequence, the Title Screen will be 


displayed. Press the & button to access the Choose Mode Screen. 


CHOOSE MODE SCREEN 


choose mode 
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Press = or = to highlight an icon and press the @ button to 
confirm. Choose from Sing Solo for a quick song, Party for 

a multiplayer or two player game, Freestyle, or Game Options to 
change game settings. 


\@)8= Details on each of the individual SingStar” Pop game 
modes can be found later in this manual. 
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PLAYING THE GAME 


To play SingStar™ Pop, all you have to do is pick a game mode, 
hold the mic and... SING! 


The different modes each have various set-up options to help you 
configure the game you are about to play. These options include 
things like choosing a song, organizing teams in Party Mode, or 
selecting whether to perform a full song or a short version, and are 
made by following a screen-by-screen series of simple instructions. 


When the game begins and you start to sing into one of the 
microphones, the SingStar™ technology recognizes your pitch, tone 
and rhythm and is therefore able to give you a score depending on 
how well you perform. With rapping, you are given a score based 
on timing and recognition of the words that you are saying. 


Player 1 always uses the blue microphone and their vocal 
performance is drawn in blue on screen. In multiplayer games, 
Player 2 uses the red microphone and their vocal performance is 
drawn in red on screen. 


(@)F=) In a Pass the Mic game, the Red Team might 
sometimes use the blue mic and the Blue Team might 


use the red mic, for example, in a Duet. 


THE GAME SCREEN 


This is the game screen for Sing Mode. Other game screens may 
differ slightly depending on the mode you are playing, the number of 
players, specific competition rules and so on. 
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As you score points by singing well, the score indicators at the top 
of the game screen will rise. 


D TIMING INDICATORS 


These gray bars show the pitch of the note you should be singing in a 


the musical ‘stave’ (the parallel horizontal lines on 
notes are written). The ‘higher’ the note, the further up 


the screen it will appear. The bars also indicate the sustain and timing 
of the note, telling you when to sing and how long to hold a note. 


YOUR PERFORMANCE 


As you progress through a song, the notes that you sing will be 
displayed in relation to the notes you should be singing. Your vocal 
performance is color-coded and the bars that are displayed on- 
screen will be either blue or red, depending on the game mode, 
number of players and microphone you are using. By comparing 
your performance with the pitch and timing indicators, you can 
quickly tell if you are singing flat or sharp, are out of time or are 
simply not holding onto the notes for long enough. If you are singing 
well, the notes you sing will be drawn over the pitch and timing 
indicators, fitting perfectly over the top, and you will begin to rack 
up points. 


LYRICS 


In each game mode, the lyrics for the current song will appear 
on-screen just before you are required to sing them into the 
microphone-—sing in time by watching the words and singing as 
they fill up with color. 


PERFORMANCE METER 


The performance meter is an indicator of how well you are doing 
overall at any point in the song. Keep your meter in the bonus zone 
to get extra bonus points for a consistently good performance. 


PHRASE RANKING 


At the end of each sentence, you will receive a ranking to let you 
know how well you sung on that line. 


TRACK TIME 


This device lets you see how far through the song you are. 


GOLDEN NOTES 


Every song has special golden notes — these are the particularly 
high or long notes. Hit these golden notes to accumulate 
more points. 


SINGSTAR™ POP GAME MODES 


SING SOLO 


sing solo 
» select difficulty (Of 


ee euvene Osmerr Orn 
Pick this mode if you just want to practice or have a jump in 
quickly—simply choose a song and sing along! 


Select Sing Solo from the Choose Mode Screen and then set the 
following preferences before you begin: 


Player Set Up 


Select from Easy, Medium or Hard difficulty levels and press the 

® button to confirm. The evaluation of your singing depends on 
what difficulty level you select. How accurately you have to sing on 
each difficulty setting is represented on-screen by the size of the 
pitch and timing indicators—on Easy, the pitch bars are fat, but on 
Hard they are much thinner and you really have to nail the song for 
top scores. 


Song Selection 


The songs available for you to perform are displayed on a 
carousel. Press = or ™® to scroll through the available songs and 
to hear a sample of each one. When you have decided which one 
you want to sing, select it and press the @ button to confirm. 


Song Length 


You can choose to perform the full song by selecting Normal, or 
select Short to sing an edited version. Press the @ button to 
confirm after making your choice. 


TIME TO SING 


During the performance, the lyrics for the song will be displayed 
on-screen, as well as pitch and timing indicators and a score to 
let you know how well you are doing. 


COMPETITION SCORE SCREEN 


When the song finishes, each player will be given a score and 
a rating. 


HIGH SCORE SCREEN 


After reviewing the score for the performance, the High Score Screen 
will be displayed, showing the top five scores for that song. If your 
score is good enough, you can enter your name on the high score 
table. If a Memory Card is inserted into MEMORY CARD slot 1, these 
scores will automatically be saved to your SingStar™ Pop save file. 


PERFORMANCE OPTIONS SCREEN 


After every song you will be able to choose whether or not to play 
back your performance or to continue with the game. If you choose 
Playback, you will be able to listen to the performance you have just 
given and even save it to Memory Card so that you can listen to it 
at another time. 


)®)=- For more information on Playback, see the Playback 
section of this manual. 


PARTY GAMES 


party 
+ choose a game mode 
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This mode is perfect for a party! You can sing against a friend or in 
teams of up to four people; scores are awarded for each 
performance and an overall score is calculated after the final round. 


PASS THE MIC 


Pass the Mic is a party game based on rounds where you are 
presented with different singing challenges like Duets, Battles, Solos 
and more. 


TEAM GAMES 


Set up your Team Game by choosing from the following preferences 
before you begin: 


Choose Number Of Players 


Set the number of players for both the Blue Team and the Red 
Team. Each team can consist of up to four players. When you've 
picked the two teams sizes, press the & button to confirm. 


Team Set Up 


Press ¥, §. @ or & to highlight a player then press the @ button 

to bring up a virtual keyboard, which you can use to edit the 

player’s name. Press ¥, §. or ™ to select a character on the 
keyboard and press the & button to enter it; you can delete a 

character by pressing the © button and enter a space by pressing 

the @ button. When the player’s name has been entered, select 

Enter to save it. When all player names for both teams have been ' 
entered, press the €& button to confirm. 


Player Set Up 


Select from Easy, Medium or Hard difficulty levels and press the 
@ button to confirm. 


Pass The Mic Set Up 


Choose the Song Type—perform the full song in each round by 
selecting Normal or choose Short for shortened versions of each 
song, then press the @ button to confirm. In Pass The Mic, the 
songs that will be performed in each round are automatically 
selected by the game. 


PASS THE MIC ROUNDS 


There are a variety of different game rounds played in a Pass the 
Mic contest. These may include: 


Battle 

Two opposing players sing the same song at the same time. They 
are scored individually and the player with the highest score at the 
end of the round wins. 


Medley 
A player from each team will sing a medley. The player with the 
highest score wins. 


First to the Post 
A player from each team will sing in a battle. The first player to 
reach 5000 points wins. 


Duet 
Two players from the same team sing together and are awarded a 
combined score for their joint effort. 


Keep it Up 

A player from each team must keep the performance bar above the 
marker for as long as possible. Drop below the marker and the 
song will end. 


Micro-medley 
A player from each team will sing a micro-medley. The player with 
the highest score wins. 


Pass the Mic 
Each team member sings for a set length of time then passes the 
mic to the next player. 


ROUND RULES 


Before each round begins, the rules will be displayed on screen. 
Read the rules carefully and then press the € button to begin the 
sing-off! 


PARTY GAME SCORING SYSTEM 


At the end of each round the scores for that round will be displayed 
followed by the total competition score up to that point in the game. 


FREESTYLE 


Freestyle Mode gives you the opportunity to sing it your way! Use 
this mode if you want to break your performance down or let your 
creativity run wild as you sing—there will be no evaluation and no 
pitch guidelines are displayed on-screen, so you can do whatever 
you like! Get on the mic and sing it Freestyle. 


CHARTS 


You can view the top 5 scores for every song at each difficulty level 
and you can view the top 10 scores overall (although only one per 
song will make it into the top 10 charts). 


If you achieve a top score for a song and you have the EyeToy” 
Camera connected and set to EyeToy® Photos ON, you will be able 
to pose for a celebratory picture which will be displayed at the top 
of the charts. 


If your score is subsequently knocked off the top spot, your photo 
will disappear, which should make you all the more determined to 
get back to number 1! 


OPTIONS MENU 


To change game settings 
and preferences, select 
Options from the Choose 
options 
Mode Screen ans press the + ee re 
® button to confirm. Press : 


t or $ to highlight one of the Byeey™ USB Comers 
following options, then press | cxinrecane | crate] 


the @ button again: 
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SCREEN POSITIONING 


Press ¥, $, and ™ to reposition the game screen on your TV. 
When the screen has been successfully calibrated, press the 
@ button to confirm. 


PLAYBACK 


Access Playback files previously saved to Memory Card. 


EYETOY* USB CAMERA 


Insert an EyeToy” camera into one of the USB connectors to enjoy 
an alternative SingStar” Pop experience - watch yourself perform in 
TV instead of watching the original video! 


You can toggle between EyeToy® Photos ON/OFF, EyeToy® Video 
ON/OFF and Effects ON/OFF. 


EyeToy” Photos refers to the pictures taken when your enter your 
name before starting a game mode, or when you achieve the top 
score for any song, as described in the "Charts" section of this 
manual. This option will default to ON. 


When you have EyeToy” Video ON, your image will replace the 
original video and when you hit Golden Notes, you will have the 
chance to watch them after the performance by selecting "View 
EyeToy® Golden Moments". This option will default to OFF. 


If you have EyeToy® Video ON, then you can also choose to have 
Effects ON or OFF. This refers to special effects and colors which 
will decorate the screen as you perform. If you choose to have them 
OFF, then no special effects will be displayed. This option will 
default to ON, but will only be activated when EyeToy® Video is set 
to ON. 


s 
)\@)= Please refer to the "Using the EyeToy® Camera" 
section later in this manual for instructions on how to 


set up your EyeToy” camera. 


LOAD/SAVE GAME 


Choose to load previously saved game data or save your current 
game. The autosave function can also be toggled On or Off if you 
do not wish to automatically save your score and options data. 


CREDITS 


Check out the team credits for SingStar” Pop. 


THE PAUSE MENU 


Press the & 


button during a song to pause your performance and 
access the Pause Menu. While the song is paused, you can select 


from the following options: 
Resume | Return to the current song 
Restart | Restart the current song from 
the beginning 
End Song | End the current song and move to 
the results screen 
Quit | Return directly to the 


Choose Mode Screen 


PLAYBACK 


Love the sound of your ea cos 


own voice? Then make 
sure you relive your 
greatest performances on 


the Playback Screen! 


playback options © 
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PLAYBACK OPTIONS 

Cue the song back to (SFX) eet aa ictecia 

the beginning 
Rewind the song Exit Playback 

Play or pause (®) Save the Playback data 
(an) to Memory Card 


the song 
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Fast forward the song 


ADDING SOUND EFFECTS 


Select SFX to experiment with a variety of different sound effects. 


Press = or = to highlight an effect and then press #f to activate 
the highlighted effect. A bar will appear above the effect showing 
different levels of intensity. Subsequent presses of ¥ will increase the 
intensity of the effect, which is indicated by the color within the bar. 
To turn the effect off, press § until the bar is empty. You can also 
activate several effects at once. To do this, press = or = to 
highlight a new effect and press #f. You can mix and match different 
effects to create weird and wonderful sounds, so don't be afraid to 
experiment. 


)1@)5= Sound effects affect your performance only, not the 
original track. 


USING THE EYETOY*® USB CAMERA 
(FOR PLAYSTATION 2) 


Singing, dancing and looking cool all at the same time... it’s a tall 
order but if you want to try, and have an EyeToy® USB camera 
(for PlayStation®2), you can watch yourself perform on screen as 
you sing. Whenever you hit a golden note, it’s time to ‘Pose for 
Paparazzi’ — so strike a pose and relive those glory moments at 
the end. 


Set up the camera by following these instructions: 


Insert the USB connector of the EyeToy® USB camera (for 
PlayStation®2) into either the upper or lower USB connector on the 
front of the system. The LED power indicator (blue) should be on. 


Place the EyeToy® USB camera (for PlayStation®2) on top of, or 
immediately below your television and stand back between 5 feet 
and 7 feet. 


From the Game Options Screen, choose EyeToy® USB camera, and 
then highlight EyeToy” video. Use the = and ™® toggle and switch 
to On. 


Once activated, rotate the manual focus ring to focus the lens. Try 
to ensure that your body shape is clearly defined on the screen. If 
your television is positioned on the floor, simply tilt the EyeToy® USB 
camera (for PlayStation®2) for extra elevation. Alternatively, swivel 
the base around to reposition it. Players of different heights should 
tilt the angle of the EyeToy” USB camera (for PlayStation®2) for extra 
convenience. DO NOT move the whole EyeToy® USB camera (for 
PlayStation®’2), just tilt it gently. 


)@))=. For further information, please refer to the ‘Quick Start 
Guide’ that came with your EyeToy” USB camera 


(for PlayStation®2). ‘ 


SINGSCHOOL 


MASTER THESE AND YOU'RE ON YOUR WAY 


Pitch 


The pitch of the note determines how in tune your voice is with 
the song and ultimately determines the quality of the vocal 
performance. SingStar™ Pop monitors the pitch of the notes you 
sing and compares this data with the correct note on the original 
recording, allowing it to calculate how many perfect notes you are 
hitting or bad notes you let slip through. If you find yourself 
struggling to achieve perfect pitch, try adjusting the difficulty 
setting to the Easy or Medium settings. 


Timing 
Your timing determines whether or not a note is being sung at the 


correct point during a song. SingStar™ Pop constantly checks your 
timing and the data collected will be reflected in your score. 


Sustain 


This is simply how long the note is held. SingStar” Pop compares 
the correct sustain times taken from the original recording with your 
sustain and awards or subtracts points accordingly. 


Wee Ome YOU SING LIKE ASTAR 


1. Don’t hold the microphone too close or too far from your 
mouth; about 1-2 inches will pick up your voice most effectively. 


2. When you first start practicing or playing Party Mode, pick songs 
that you know well and find easy to sing. 


3. Listen to the song and in particular the artist’s vocal to 
make sure you know when and where to sing and which bits 
are instrumental. 


4. The more you sing a tune the better you will perform as 
practice helps you to figure out when to breathe and 
thus improve your timing. F 


5. If you're about to play Party Mode and 
get an attack of nerves, try singing a 
duet with a friend to gain some 
confidence —just relax and have fun! 


6. The hardest thing for many newcomers 
to SingStar” Pop is to stand up and 
perform for the first time. It gets 
easier after you've done it once, 
so get up and sing! 


CREDITS 


SONY COMPUTER 
ENTERTAINMENT 
EUROPE 


Executive Producer 
Paulina Bozek 


Lead Programmer 
Richard Bates 


Programming 
Will Cowling 
Antonio Garcia 
Graham MacDonald 
Lauri Sarkka 

Arthur Yarwood 


Producer 
Tamsin Lucas 


Associate Producer 
Charu Desodt 


Music Content Manager 
Jim Fowler 


Song Content 
Matyas Hettmann 
Jon Spanyol 


Art Direction 
Alex Townsend 


Art Manager 
Louise Hartley 


Artist 
Nigal Raymond 


Lead Design 
Kevin Mason 


Design 
Charlie Hasdell 
Eric Matthews 


Additional Design 
Jim Fowler 


Video Editor 
Andrew Robinson 


Assistant Video Editor 
Delaine Gardner 


Menu Music 
Jim Fowler 


Sound Design 
dim Fowler, Stephen O'Callaghan 


Mix Engineering & 
Sound Design 
Dan Bardino 


Music Licensing and A&R 
Manager 
Sergio Pimentel 


Music Supervisors 
Grace Ep, Martin Hewett 


Song Composition 
Consultant 
Richard Jacques 


Creative Services Manager 
Dave Ranyard 


Graphic Design 
Alex Townsend 


Additional Graphic Design 
Nigal Raymond 


President, Sony 
Computer Entertainment 
World Wide Studios 

Phil Harrison 


Vice President, 
Development 
Jamie Macdonald 


Director, London Studio 
Mike Haigh 


Creative Director, London 
and Cambridge Studios 
Eric Matthews 


Communications Manager 
Nancy Gatehouse 


Purchasing Manager 
Andrew Quinn 


Purchasing Administrator 
James Lilley 


Senior Vice President 
-Software Marketing & 
Sales Planning 

Simon Rutter 


Marketing Director 
Mark Hardy 


Brand Manager 
Natasha King 


Legal 

Richard Guest, Stacey Fowler, 
Albert Marshall, Hogarth Andall, 
Denise Carroll, Carolina Pittol, 
Marian Toole, Charlotte McConnell 


Microphone Design 
Mike Haigh, Richard Bates, 
Paulina Bozek, Namtai, 
Omnivision, PT! Indomachine 


Special thanks to: 

Kate Acland, Lesley Randall, 
Hiromi Churchard, Kieren Mayers, 
Mike Nabarro, Solo Gadjali, 
Margie Lee, Hasan Gadjali, 

lan Montandon, Carole Wright, 
Andrew Mancey, Kerry McKay, 
Shyamal Patel, Mahesh Patil, 
Sam Bagley, Kauser and Bilal, 
Richard Lee, Adam and Adelin, 
Mary Tristram, Ronan McCormack, 
Tim Dann, Vince Diesi, 

Sebastien Rubens 


SONY COMPUTER 
ENTERTAINMENT 
AMERICA 


PRODUCT DEVELOPMENT 


Vice President Of Product 
Development 
Shuhei Yoshida 


Director Of Tools, 
Technology And Services 
Buzz Burrowes 


Senior Producer 
Sarah W. Stocker 


Producer 
Ryan Hamlyn 


Assistant Producer 
Greg Lutton 


Licensing Manager 
Mai Kawaguchi 


Licensing Specialist 
Jeff Eng 


Special Thanks 
Karen Chu 
Barbara House 
Abigail Murphy 


MUSIC 


Music Director 
Chuck Doud 


Artist & Repetoire 
Alex Hackford 


Music Licensing 
Jason Swan 


FIRST PARTY 
QUALITY ASSURANCE 


Director 
Michael Blackledge 


Test Operations 
Senior Manager 
Ritchard Markelz 


Game Test Manager 
Jeremy Hunter 


Game Test Engineer 
Joe Castagno 


Quality Assurance Analyst 
Jason Ramirez 


Contingent Game 
Test Analysts 
Derek Kan 

Robert Gottula 

Ana Akaosugi 

Jaime Guerrero 

Leo Larsen 

Ryan Wilson 

Simon Wu 


Lab Technician 
Ara Demirjian 


PROJECT MANAGEMENT 


Manager 
Eric Ippolito 


Project Coordinator 
Justin Flores 
Jesse Reiter 


QA SUPPORT 


Manager 
Ken Kribs 


Applications Admin 
Christian Davis 


MARKETING 


Senior Vice President, 
Product Marketing 
Peter Dille 


Director, Product and 
Online Marketing 
Susan Nourai 


Senior Manager, 
Product Marketing 
Jeff Reese 


Product 
Marketing Manager 
Grant Luke 


Product 
Marketing Specialist 
Ken Chan 


Senior Director, 
Promotions And Sports 
Product Marketing 
Sharon Shapiro 


Senior Public 
Relations Manager 
Jennifer Clark 


Public Relations Specialist 
Alyssa Casella 


Promotions 
Donna Armentor 
Aimee Duell 

Bob Johnson 
Janeen Anderson 
Blair Elliott 

Jill Grabenkort 


National Promotional 
Tour Manager 
Jill Grabenkort 


Director, Direct and 
Online Marketing 
Steve Williams 


Senior Manager, 
Creative Services 
Quinn Pham 


Packaging and 
Manual Design 
Origin Studios, Sic 


LEGAL 


Director, Legal & 
Business Affairs 
Shelly Gayner 


Paralegals 
Kirsten Costello 
Marla Dressen 


We would like to thank each 
individual at Sony Computer 
Entertainment America for their 
contributions, support and 
dedication to the success of 
SINGSTAR™ with special 
recognition to the Executive 
Management team including: 
Kaz Hirai, Jack Tretton, Jim Bass, 
Peter Dille, Glenn Nash, 

Phil Rosenberg, Steve Ross, 
Riley Russell, Shuhei Yoshida 
and Phil Harrison 


KUJU BRIGHTON 


Executive Producer 
Ed Daly 


Producer 
Angela Fenge 


Programmer 
Adrian Flack 


Design 
Simon Nicholls 


Song Content 
Ela Southgate 
Laura Bishop 


Jamsheed Master 
Rachel Dey 
Richard Wilkinson 


Artists 
Emanuele Bellini 
Paul Gravett 
Ross Shepherd 


Audio Engineer 
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ADDITIONAL 
AUDIO SUPPORT: 


Audio Manager 

Ciaran Walsh 

Audio Engineer 
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Production Director 
Mike Cox 


Executive Management 
Jonathan Newth 
lan Baverstock 


MUSIC 


3 Doors Down ‘Kryptonite’ 
(Arnold/Roberts/Harrell} 
Published by Universal / 

MCA Music Ltd. 

Courtesy of Universal Records 
(United States) 

Under licence from 

Universal Music Operations 


A-Ha ‘Take On Me’ 

Words and Music by 
Waaktaar/Furuholmen/Harket 
Published By Sony/ATV Music 
Publishing 

® 1985 WEA International Inc. 
Licensed courtesy of Warner 
Strategic Marketing UK. 


Alicia Keys ‘Fallin’ 

Words & Music by Keys 

© 2001, EMI April Music Inc, 
EMI Music Publishing Ltd, 
London WC2H OQY 

® 2001 SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of SONY BMG 
Commercial Markets 


All American Rejects 
‘Move Along’ 
(Ritter/Wheeler) BMG Music 
Publishing Ltd. 

Courtesy of DreamWorks 
(United States Of America) 
Under licence from 
Universal Music Operations 


Ashlee Simpson ‘Invisible’ 
Written by Kira Leyden & 

Jeff Andrea 

Published by Blissfield 

Adrian Music 

Courtesy of Geffen Records / 
Polydor UK Ltd 

Under licence from 

Universal Music Operations 


Avril Lavigne ‘Sk8er Boi’ 
(Lavigne/Alspach/ 
Christy/Edwards) 

Composed by Christy Lauren / 
Scott Spock / Graham Edwards / 
Avril Lavigne 

Publishing Rainbow Fish Music / 
Ferry Hill Songs / Mr. Spock 
Music / Warner-Tamerlane 
Publishing Corp / WB Music Corp 
By kind permission of 
Warner/Chappell Music Ltd 
Published by Rondor Music 
London Ltd on behalf of 

Almo Music Corp & 

Avril Lavigne Publishing Ltd. 

® 2002 SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of 

SONY BMG Commercial Markets 


Blue October ‘Hate Me’ 
Written by: Justin Furstenfeld 
Published by: Paris On Paper, 
Inc. (ASCAP) 

Administered by: 

Wixen Music Publishing, Inc. 
Courtesy of Universal Records 
(United States) 

Under licence from 

Universal Music Operations 


Britney Spears 

‘Baby, One More Time’ 
(Martin) Zomba Music 
Publishers Ltd. 

® 2000 SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of 

SONY BMG Commercial Markets 


Cartel ‘Honestly’ 

Words and Music by 
Hudson/Sanders/Roberts/ 
Pepper/Pugh/Lee 

Published by Sony/ 

ATV Music Publishing 

® 2006 SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of 

SONY BMG Commercial Markets 


Cyndi Lauper 

‘Girls Just Wanna 

Have Fun’ 

Words and Music by Hazard 
Published by Sony/ 

ATV Music Publishing 

® 1983 SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of 

SONY BMG Commercial Markets 


Daniel Powter ‘Bad Day’ 
Words and Music by Powter 
© EMI Music Publishing Ltd, 
London WC2H 0QY 

Courtesy of Warner Bros. 
Records Inc. 

By arrangement with Warner 
Music Group 

Video Game Licensing 

® 2004 Warner Bros. 
Records Inc. 


Destiny’s Child ‘Survivor’ 
Words and Music by 

(Anthony Dent, Beyonce Knowles 
and Mathew Knowles) 

Published by MWE Publishing 
(ASCAP), Hitco South & For 
Chase Muzic Inc administered by 
Music of Windswept / Published 
by Sony/ATV Music Publishing 
By kind permission of 

P & P Songs Ltd. 

® 2001 SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of 

SONY BMG Commercial Markets 


Franz Ferdinand 

‘Take Me Out’ 
(Kapranos/McCarthy) 

Published by Universal 

Music Publishing Ltd 

® 2004 Domino Recording Co. 
Ltd under exclusive license to 
SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of 

SONY BMG Commercial Markets 


Gorillaz ‘Feel Good Inc’ 
Words and Music by Albarn / 
Hewlett / Burton / Jolicoeur 
Published by Chrysalis Music 
Limited / © 2005, EMI Music 
Publishing Ltd, London WC2H 
OQY / Bucks Music Limited obo 
Talpa Music Limited / 80's Kid 
Music / It's All About Music, LLC. 
Licensed courtesy of 

EMI Records Ltd 


Hinder ‘Lips Of An Angel’ 
Words & Music by Winkler / 
Hanson / Garvey / King / 
Rodden / Howes 

© Hinder Music Publishing Co. 
EMI Music Publishing Ltd, 
London WC2H 0QY 

Courtesy of Universal Records 
(United States) 

Under licence from 
Universal Music Operations 


Hoobastank ‘The Reason’ 
Composed by Douglas Robb / 
Daniel Estrin / Chris Hesse / 
Markku Lappalaien 

Published by Warner/ 
Chappell North America Ltd 
By Kind permission of 
Warner/Chappell Music Ltd 
Courtesy of Island 

Def Jam Music Group / 
Mercury Records (London) Ltd 
Under licence from 

Universal Music Operations 


James Blunt 

‘You're Beautiful’ 

Written by James Blunt / 
Amanda Ghost / Sacha Skarbek 
Published by © 2004, 

EMI Music Publishing Ltd, 
London WC2H OQY / 

Bucks Music Group Limited / 
Universal Music Publishing 
Courtesy of 

Atlantic Recording Corp. 

By arrangement with Warner 
Music Group 

Video Game Licensing 

® 2004 Atlantic Recording Corp. 


Jesse McCartney 
‘Beautiful Soul’ 

© 2004 Written by: 

Adam Watts and Andy Dodd 
Published by Seven Peaks Music 
o/b/o itself, Dying Ego Music and 
Dodd Music (ASCAP) 

© & ® 2004 Hollywood 
Records, Inc. 


Lifehouse 
‘Hanging By A Moment’ 
Words and Music by Jason Wade 
Copyright © 2000 Dimensional 
Songs of The Knoll (BMI)/ 
G-Chills Music (BMI) 

Worldwide rights for Dimensional 
Songs of The Knoll and 

G-Chills Music 

Administered by 

Cherry River Music Co. (BMI) 

All Rights Reserved. 

Used By Permission 

Courtesy of DreamWorks 

(United States Of America) 
Under licence from 

Universal Music Operations 


My Chemical Romance 
‘Helena’ 

Words and Music by Way / 
Toro / lero / Way / Pellisier 
© 2003, EMI Music 
Publishing Ltd. 

London WC2H OQY 
Courtesy of Warner Bros. 
Records Inc. 

By arrangement with 
Warner Music Group 
Video Game Licensing 

® 2004 Reprise Records 


Natasha Bedingfield 
‘These Words’ 

Words and Music by 
Stephen Alan Kipner/ 
Andrew Frampton/ 
Natasha Bedingfield/ 
Wayne Wilkins 

© 2004, Sonic Graffiti / 
EMI April Music Inc/ 

EMI Music Publishing Ltd/ 
In-Genius Songs Ltd/ 
Natasha Bedingfield, USA 
EMI Music Publishing Ltd, 
London WC2H OQY 

® 2004 SONY BMG Music 
Entertainment (UK) Limited 
Licensed courtesy of 
SONY BMG Commercial Markets 


Panic! At The Disco 
‘| Write Sins 

Not Tragedies’ 

Words and Music by Urie / 
Ross / Smith / Wilson 
Sweet Chin Music, USA 
EMI Music Publishing Ltd. 
London, WC2H OQY 
Courtesy of 

Atlantic Recording Corp. 
By arrangement with 
Warner Music Group 
Video Game Licensing 

® 2005 Fueled By Ramen, Inc. 


Rihanna ‘S.O.S’ 

Written by Edward Cobb, 

Evan Kidd Bogart & 

Jonathan Rotem 

Published by 

Reach Global Songs (BMI) obo 
itself and Here's Lookin’ At You 
Kidd Music and Embassy Music 
Corp. Jonathan Rotem Music/ 
Southside Independent Music 
Publishing, LLC. (Administered 
by Wixen Music Publishing, Inc.) 
Courtesy of Island 

Def Jam Music Group / 
Mercury Records (London) Ltd 
Under licence from 

Universal Music Operations 


Ryan Cabrera ‘On The 
Way Down’ 

Words and Music by 

Cabrera / Fresca / Breer 
Published by Chrysalis Music 
Group Inc., © 2003, 

EMI April Music Inc, USA 

EMI Music Publishing Ltd, 
London WC2H OQY 


Courtesy of 

Atlantic Recording Corp. 

By arrangement with 

Warner Music Group 

Video Game Licensing 

® 2003 Atlantic Recording Corp. 


Snow Patrol 

‘Chasing Cars’ 

Lyrics by Lightbody, 

Music by Lightbody/Quinn/ 
Connolly/Simpson/Quinn/Wilson 
Published by Big Life Music Ltd. 
Used by kind permission 
Courtesy of Polydor UK Ltd 
Under licence from Universal 
Music Operations 


The Clash 

‘Should | Stay 

Or Should | Go’ 
(Strummer/Jones/ 
Simonon/Headon) 

Published by Nineden Ltd 
administered by 

Universal Music Publishing Ltd. 
® 1982 SONY BMG Music 
Entertainment (UK) Limited 
Licensed courtesy of 

SONY BMG Commercial Markets 


The Fray 

‘Over My Head 

(Cable Car)’ 

Words and Music by King / Slade 
© 2005, EMI Music 

Publishing Ltd, 

London WC2H OQY 

® 2005 SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of 

SONY BMG Commercial Markets 


The Raconteurs ‘Steady, 
As She Goes’ 

Words and Music by 

White / Benson 

Published by Gladsad 
Music/Chrysalis Music Limited / 
© 2006, Third String Tunes, 
EMI Music Publishing Ltd. 
London WC2H 0QY 

Produced by Jack White 

and Brendan Benson. 

® 2006 Third Man Records, Inc. 
under exclusive license to 
Sheridan Square 

Entertainment, Inc. 

Courtesy of V2 Records 
www.theraconteurs.com 


U2 ‘Vertigo’ 

Courtesy of 

Universal-Island Records Ltd 
Under licence from 
Universal Music Operations 


Whitney Houston 

‘| Wanna Dance 

With Somebody’ 
(Merrill/Rubicam) 

Published by 

Rondor Music London Ltd . 

® 1987 SONY BMG Music 
Entertainment Inc. 

Licensed courtesy of 

SONY BMG Commercial Markets 


LIMITED WARRANTY 


Sony Computer Entertainment America (SCEA) warrants to the original 
purchaser of this SCEA product that this software is free from defects in 
material and workmanship for a period of ninety (90) days from the original 
date of purchase. SCEA agrees for a period of ninety (90) days either 
repair or replace, at its option, the SCEA product. You must call 1-800- 
345-7669 to receive instructions to obtain repair/replacement services. 


This warranty shall not be applicable and shall be void if the defect in the 
SCEA product has arisen through abuse, unreasonable use, mistreatment 
or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES 
AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE 
SHALL BE BINDING ON OR OBLIGATE SCEA. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE SCEA SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty 
lasts and/or exclusions or limitations of consequential damages, so the 
above limitations and/or exclusions of liability may not apply to you. 

This warranty gives you specific legal rights, and you may also have other 
rights which vary from state to state. 


USE OF UNAUTHORIZED PRODUCT: 


The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


Unauthorized copying, reproduction, rental, public performance or 
broadcast of this game is a violation of applicable laws. All rights to make 
copies of any portion of the game for subsequent redistribution is retained 
by the copyright holder. Please contact SCEA at 1-800-345-7669, if you 
are unwilling to accept the terms of this license. 


SingStar is a trademark of Sony Computer Entertainment Europe. © 2007 Sony Computer 
Entertainment Europe. Published by Sony Computer Entertainment America Inc. 
Developed by SCEE London Studio. All rights reserved. 
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